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Smooth-scrolling screen uses Hi-Res color 
graphics to show forty different battlefields. 
Terrain includes minefields, rivers, forests, 
roads and hills (indicated by contour lines). 
Only enemy units that have been spotted by 
your troops are visible. 


Screen displays shown аге from the COMMODORE 64" 
Displays for other computer(s) may vary. 


COMMODORE 64 is a trademark of Commodore Electronics, Ltd. 


Made in U.S.A. 


Grim soldiers in the midst of 
combat. Tanks rumbling forward 
as howitzer shells erupt around 
them. The enemy is just over the 
next ridge. Your captain’s voice 
crackles from the radio: 

“Your orders, sir?” 


As alieutenant colonel in charge 
of an entire armored battalion, 
you must issue swift and concise 
commands. This decisiveness is 
especially critical in an exciting 
real-time tactical game like BATTALION 
COMMANDER. Here’s your chance 
to match your wits against the com- 
puter in a series of conflicts designed 
to test your military prowess. 

You can choose from five dif- 
ferent scenarios. In the novice game, 
your objective is to destroy a Soviet 
tank battalion while learning the 
ropes of command. The tougher 
assignments include such missions 
as overwhelming an enemy whose 
defenses have been disrupted or 
dealing with an unexpected enemy 
encounter. 

Your forces are equipped with 
a complete arsenal of modern vehi- 
cles and weapons such as tanks, 
APC's, howitzers, heavy mortars, 
antitank missiles and assault guns. 

In BATTALION COMMANDER, you 
can select the nationality of ground 
forces (U.S., Soviet or Chinese) 
for either your side or the enemy’s. 
Relative strengths can also be 
adjusted to vary the difficulty of the 
game. And if you get bored with the 
scenery, just choose another battle- 
ground from the 40 terrain maps 
available. 

So go ahead — give the captain 
your orders. The outcome of battle 
rests on you, sir. 
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“ATTACK THE FLANKS!” 
— | . LAY DOWN SMOKE SCREENS!" 
= | "FIRE MORTARS!” 
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b. Light Machine 
effect, 


APC's and tanks. 


C. Heavy Machine Gun 
mament of АРС" 


vehicles such as APC's 


is fired. 
f. Heavy Antitank Weapons. The US 
and Soviet armies employ long-range ATGM 
as heavy antitank weapons. The Chinese 
armies are lacking in this lype of weapon 
The American heavy AT weapon is the TOW 
ATGM. With a range of about 3000 meters, it 
has an effective range about 500 meters 
un of a tank. The Russians 


farther than the g 
have a similar weapon in their Sagger. The 
Sagger has about the same range as the 


TOW but is a slower missile, is harder to 
control, and is easier to see in flight. 


g. Mortars. A type of light artillery, the 
mortar is a short cannon that lobs shells 


high in the air. The shells fall almost verti- 
cally, allowing mortars to fire over hills and at 
remote targets. Heavy mortars have a longer 
range, larger radius of destruction, and a 
slower rate of fire than light mortars. Mortars 
can fire either high explosive (HE) or smoke 
ammunition. Mortars are considered indirect 
fire weapons since they fire at area targets, 
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UNIT TITLE KEY DESCRIPTION OF ORDER KEY(S) 
mpany A A Pause game SPACE BAR 
mpany B B End game " CONTROL E 
a Start new game after 
EE S end of Gams RETURN 
on Number 1 to 6 in Repeat last message a 
Company you Command 1-6 received 
5 ly Train Special scroll in Pursuit 
oe er Tum is fairly automatic) None and Exploitation game CONTROL S 
Engineer Platoon E Accelerate time CONTROL A 
Battalion Headquarters H Return to normal time CONTROL N 
Scout Platoon (Carriers) S Examine direction of ONS 
Scout Platoon (Infantry) I unit movement С L x 
E Move cursor up CONTROL 1 ` М 
оно Moral EN М Move cursor down CONTROL M za 
енді жыр а 1 Move cursor left CONTROL J 
Fire Support Officer (FSO) IF Move cursor Hght CONTROL k 
Toggle speaker — 







Apple version only ESCAPE 
















LETTER DESCRIPTION OF ORDER APPLICABLE TO ы. ——— 
G Goto position marked by cursor All units except Fire Support Officer (FSO) j YA SEKR Cen Geen " $ ; i o 



















| М Provide Normal fire All units except FSO = 2 
H Hold your fire All units Š ‘ AMET 
F Request suppressive Fire All units - dx 
S Provide Smoke screen at cursor position All units d di дано. à — t 
T Priority Target for normal fire is at cursor position All units except FSO ree z pis € e zx e gës 
B Establish Bridge at cursor position Engineer Platoon ae en z waji 
В Remove bridge at cursor position Engineer Platoon жы. 9s eo te | 
D Dig in your units All units except FSO .— f p 
A Assuming command of your company Company Commander 
С Returning Command of your company Company Commander s b 
P You are Priority unit for resupply All units except FSO 
+ Mount your infantry Carrier Platoon 
=  Dismount your infantry Carrier Platoon р 





If you have any questions or problems regarding the program or game, please send a 

de self-addressed, stamped envelope with your question to: STRATEGIC. SIMULATIONS, INC, 
š а: 883 Stierlin Road, Building A-200, Mountain View, CA 94043-1983. 

— Or call our Hotline Number: (415) 964-1200 every weekday, 9 to 5 (P.S.T). 
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